
Character Sheet 



] 



Maxin 



Sword mage | Assassi n 



Ghost Blade 



47,000 



Character Name 
Genasi 



Medium 



Level Class 
Female 5-7 



140 



Paragon Path 

Unaligned 



Epic Destiny 
The Raven Queen 



Total XP 



Race 



Size 



Age 



Gender Height 



Weight 



INITIATIVE 



Initiative WM \WM 



Alignment 



DEFENSES 



Deity 



DEX 1/2 LVL 



SCORE 10+ armor; 

DEFENSE 1/2 LVL ABIL CLASS FEAT ENH MISC MISC 



CONDITIONAL MODIFIERS 



17 8 



o 



Adventuring Company 



MOVEMENT 



Speed (Squares) 



RPGA Number 



SPECIAL MOVEMENT 



BASE ARMOR ITEM MISC 

'I I I I 



CONDITIONAL BONUSES 



ABILITY SCORES 



SCORE ABILITY 

I 14 E SI 

I 21 E gl 

L -m^^MY'V ill« 

I 22 W SSM 

' ■"lU.I.LM 



ABIL MOD MOD^^/2 LVL 

^_ | 7 

2 



DEFENSE 1/2 LVL ABIL CLASS FEAT ENH MISC MISC 



PASSIVE SENSE 



20 



mnnn i i t~i 



CONDITIONAL BONUSES 



SENSES 



Passive Insight 10 + 



Passive Perception 10 + 



SKILL BONUS 



SPECIAL SENSES 



12 
13 



DEFENSE 1/2 LVL ABIL CLASS FEAT ENH MISC MISC 

I I I — I — I 



23 

CONDITIONAL BONUSES 



ATTACK WORKSPACE 



CHA 

Charisma 



0 

-1 



10 + 

f S ^DEFENS^1/2^LABIL^CLAS^FEA^^ENH^MIS^^MISC 

(20 MMIJI1 17 I |l| | | 2 | 1 

CONDITIONAL BONUSES 



ability: Mdee Basjc Attack _ Vo idcrystal Glaive +3 

AT T BONUS 1/2 LVL ABIL CLASS PROF FEAT ENH MISC 

,M I I II II I 

ABILITY: Me | ee Basjc Attack _ (j narme d 

ATT BONUS 1/2 LVL ABIL CLASS PROF FEAT ENH MISC 

I -r 13 I 7 



MAX HP 



91 



HIT POINTS 



HEALING SURGES 

BLOODIED SURGE VALUE SURGES/ DAY 



45 



22 



ACTION POINTS 


a 


Action Points 


MILESTONES ACTION POINTS 

0 1 

1 2 

2 3 



/L ABIL CLASS PROF FEAT ENH MISC 



ADDITIONAL EFFECTS FOR SPENDING ACTION POINTS 



CURRENT HIT POINTS 


CURRENT SURGE USES 


SECOND WIND 1/ENCOUNTER 


USED \Z 


TEMPORARY HIT POINTS 



DEATH SAVING THROW FAILURES 



SAVING THROW MODS 



LT 



RESISTANCES Resist 10 Psychic, Resist 1 All 



CURRENT CONDITIONS AND EFFECTS 



RACE FEATURES 



Elemental Origins - You have the elemental origin 
Elemental Manifestation - You have one manifestation, 
and gain associated benefits 

Voidsoul - Void assumption power; +1 to Will; resist 
5/10/15 (by tier) psychic 



DAMAGE WORKSPACE 



ability: Me | ee Basjc Attack _ Vo idcrystal Glaive +3 

DAMAGE ABIL FEAT ENH MISC MI SC 

| 2d4+13 



ld4+10 



k - Unarmed 

ABIL FEAT ENH MISC MISC 



ABILITY: Me | ee _ |j narmed 

DAMAGE ABIL FEAT ENH MISC MISC 



SKILLS 1 


BONUS 


SKILL NAME 




ABIL MOD 
+ 1/2 LVL 


TRND 

(+5) 


ARMOR 
PENALTY 


MISC 


l 12 l 


Acrobatics 


DEX 


QD 


m 


n/a 


0 


l 18 l 


Arcana 


INT 


03 


m 


n/a 


0 


l 7 l 


Athletics 


STR 


ED 




n/a 


0 


l 6 l 


Bluff 


CHA 


S 


m 


n/a 


0 


l 6 l 


Diplomacy 


CHA 


H 


m 


n/a 


0 


1 7 


Dungeoneering 


WIS 


□ 


m 


n/a 


0 


l 16 l 


Endurance 


CON 




lh 


n/a 


2 


1 7 


Heal 


WIS 


m 


B 


n/a 


0 


l 13 l 


History 


INT 




H 


n/a 


0 


1 7 


Insight 


WIS 


m 


B 


n/a 


0 


l 6 


Intimidate 


CHA 




B 


n/a 


0 


l 14 l 


Nature 


WIS 




B 


n/a 


2 


l 12 l 


Perception 


WIS 


m 


B 


n/a 


0 


l 13 l 


Religion 


INT 




B 


n/a 


0 


l 12 l 


Stealth 


DEX 




B 


n/a 


0 


l 6 l 


Streetwise 


CHA 


m 


B 


n/a 


0 


l 12 l 


Thievery 


DEX 




B 


n/a 


0 


Max' 


n 













BASIC ATTACKS 


ATTACK 




DEFENSE 


WEAPON OR POWER 


DAMAGE 


18 


VS 


AC 


Voidcrystal Glaive +3 


2d4+13 


13 


vs 


AC 


Unarmed (Melee) 


ld4+10 










12 


VS 


AC 


Unarmed (Range) 


ld4+5 




VS 







CLASS / PATH / DESTINY FEATURES 



Level 1 Vigilante Starting Feature - You gain the mark of 



FEATS 



Swordbond - Bond with one blade (1 hr.); standard action fc Intelligent Blademaster - Use Int for your MBAs 



Swordmage Aegis (Hybrid) - Mark at range, but only one Elemental Assault - +3 elemental damage (type based on 



Aegis of Assault - Use aegis of assault as an at-will pow current manifestation) with aegis of assault 



Assassin's Shroud (Hybrid) - Gain the assassin's shroud p< Escalating Assault - Cumulative +1 (max +3) to MBAs 
Hybrid Assassin Fortitude 



with aegis of assault after each such MBA (resets at end of 



Level 5 Vigilante Feature - You gain a +5 power bonus to encounter or if you drop) 



Level 10 Vigilante Feature - You gain a +1 power bonus ti Superior Implement Training (Transcendent Ki 



Slip the Weave - When you take an action point action, bee Focus) - Can use Transcendent Ki Focuses (blinking, 



Here nor There - Gain combat advantage against target of \ reaching) 



Lethal Shroud - Damage per invoked shroud increases to 



LANGUAGES KNOWN 



0/5/10 (by tier) + ld8 



Aegis Vitality - Gain 3/5/8 (by tier) temporary hps when 



Aegis target violates mark 



Common, Primordial 



Mark of Passage - Move 1 extra sq. when shifting or 
teleporting with one of your powers; perform certain rituals 
Killer in the Crowd - Enemies do not grant cover to your 
targets; you gain cover from your enemies 
Cruel Shroud - You have CA against shrouded targets 
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MAGIC ITEM INDEX 



List your powers below. 
Check the box when the power is used. 
Clear the box when the power renews. 



MAGIC ITEMS 



Voidcrystal Glaive +3 (E) 



□ 



□ 



□ 



□ 



Repulsion Leather Armor +2 (E) 



□ 



Bracers of Mighty Striking (paragon tier) (E) □ 



□ 



Adamantine Hide Gloves (E) 



□ 



□ 



□ 



□ 



□ 



□ 



The Ineffable Secret of Death Transcendent Ki I \_ 



□ 



□ 



□ 



□ 



□ 



□ 



□ 



□ 



□ 



□ 



□ 



Daily Item Powers Per Day 



Heroic (1-10) 



Milestone □/□/□/□ 



Paragon (11-20) Q 



Milestone □/□/□/□ 



Epic (21-30) □ □ □ Milestone □/□/□/□ 



RITUALS / ALCHEMY 



CHARACTER PORTRAIT 




PERSONALITY TRAITS 



Confident and quiet. She seems to be content, but at the 
same time unhappy, as if the salvation we all hoped for was 
certain but distant. She knows all the plants and trees and 
fauna, and seems at peace around them, full of life even 
when surrounded by death and undeath. Though stern, she 
is lighthearted when her guard finally comes down. 
Laughing and talking as if the world was all as it should be. 



MANNERISMS AND APPEARANCE 



Worn and weathered. The event is taking its toll on 
everyone, but Maxin seems to draw strength from it 
somehow. With a hard resolve and strong will, she seems to 
find a place in all the chaos. Through the forests and ruins 
she exudes a confidence that seems unreal, contrived, fake. 
With jat black hair, her face seems light, almost glowing, 
despite her stony demeanor. Her is almost too dark, filling 
her hood with more darkness than it should, like an abyss. 
Her dark green eyes cry out like the wilderness, daring the 
rest of the world to test her. 



CHARACTER BACKGROUND 



Eldeen Reaches 

A largely untamed region, the Eldeen Reaches is home to 
both simple farmers, practitioners of the most primal magic, 
friendly villagers, and savage tribes. It is a fountain of life, a 
land where nature, unchecked by the walls of civilization, 
spreads in all its beautiful— and terrible— glory. 



COMPANIONS AND ALLIES 



Friends with druids and bards 



SESSION AND CAMPAIGN NOTES 
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CHARACTER NAME 

Maxin 




Skills 






1 


12 


Acrobatics 


DEX 




18 


Arcana 


INT 


(Trained) 


7 


Athletics 


STR 




6 


Bluff 


CHA 




6 


Diplomacy 


CHA 




7 


Dungeoneering 


WIS 




16 


Endurance 


CON 


(Trained) 


7 


Heal 


WIS 




13 


History 


INT 




7 


Insight 


WIS 




6 


Intimidate 


CHA 




14 


Nature 


WIS 


(Trained) 


12 


Perception 


WIS 


(Trained) 


13 


Religion 


INT 




12 


Stealth 


DEX 




6 


Streetwise 


CHA 




12 


Thievery 


DEX 




ADDITIONAL EFFECTS 



Action Point 



ADDITIONAL EFFECTS 



Slip the Weave: When you spend an action 
point to take an extra action, you become 
insubstantial until the end of your next turn. 



PLAY DATA 



I r ft! ENCOUNTER SPECIAL 



Effect: Gain a standard action this turn. 
Special: You are reset to one action point when 
you take an extended rest. You gain an action 
point each milestone. 



Second Wind 



Standard 


1 




Personal 


ACTION 


<- 




RANGE 


■ AT-WILL 


Q ENCOUNTER 


■ DAILY 



Effect: You spend a healing surge and regain 22 
hit points. You gain a +2 bonus to all defenses 
until the start of your next turn. 



Bull Rush Attack 



Standard 
ACTION 



7 

ATTACK 



Fort 
DEFENSE 



Melee 1 
RANGE 



One creature 
TARGET 



Attack: Strength vs. Fortitude 

Hit: You can push the target 1 square and then 

shift 1 square into the space it left. 

Unarmed: +7 attack 



Grab Attack 



Standard 
ACTION 



7 

ATTACK 



vs Reflex 
DEFENSE 



Melee touch 
RANGE 



One creature that is no more thar 
TARGET 



Requirement: You must have a hand free. 
Attack: Strength vs. Reflex 
Hit: You grab the target until the end of your 
next turn. You can end the grab as a free action. 
Sustain Minor: The grab persists until the end 
of your next turn. 

Unarmed: +7 attack 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 



1 PH 



UTILITY POWER 


Do* 


IGE©NSi 





I LEVEL ~ [7c 



v PH 



AT-WILL POWER 


.1 





AT-WILL POWER 



Opportunity Attack 



Opportunity 
ACTION 



Melee 1 
RANGE 



Assassin's Shroud 



5 Shadow 



Free 
ACTION 



ML * 

10 <- 



Close burst 10 
RANGE 



Inescapable Blade 



3 Shadow, Weapon 



Standard 
ACTION 



Melee weapon +2 reach 
RANGE 



ATTACK 



DEFENSE 



The triggering enemy 
TARGET 



ATTACK 



DEFENSE 



One enemy you can see in burst 
TARGET 



17 vs AC 
ATTACK DEFENSE 



One creature 
TARGET 



Trigger: An enemy that you can see either 
leaves a square adjacent to you or uses a ranged 
or an area power while adjacent to you. 
Effect: You make a melee basic attack against 
the target. 



Effect: You subject the target to your shroud. If any of your shrouds are already 
on the target, you subject it to an additional shroud, up to a maximum of four. 
The shrouds last until you use this power against a different enemy or until the 
end of the encounter. 

Before you make an attack roll against the target, you choose to invoke either 
all your shrouds on it or none of them. If you invoke your shrouds, the attack 
deals ld6 damage per shroud, minus one shroud if the attack misses, and all 
your shrouds then vanish from the target. This damage roll never benefits from 
bonuses to damage rolls, and is in addition to the attack's damage, if any. 

Level 11: ld6 + 3 damage per shroud. 

Level 21: ld6 + 6 damage per shroud. 
Special: You can use this power only on your turn and only once per turn. 
Cruel Shroud: You have combat advantage against targets subject to your 
assassin's shroud power. 

Lethal Shroud: Increase the damage per shroud to ld8/ld8+5/ld8+10 by tier. 



Attack: Dexterity vs. AC. The attack ignores 
cover and superior cover. 
Hit: 1[W] damage. 

Level 21: 2[W] damage. 

Voidcrystal Glaive +3: +17 attack, 2d4+3 
damage 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 



3 Assassin 



j LEVEL \*™ Drag0n379 



AT-WILL POWER ■DUNGEONS. 
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3 Assassin 



AT-WILL POWER 



j LEVEL ^ \*™ Drag0n379 



AT-WILL POWER 



ft*. _Z ^ 



Frostwind Blade 



Aegis of Assault 



Void Assumption 



3 Arcane, Cold, Weapon 



Standard 
ACTION 



18 
ATTACK 



AC 
DEFENSE 



5 Arcane, Teleportation 



Melee weapon 
RANGE 



Minor 
ACTION 



2 <* 



One creature 
TARGET 



ATTACK 



DEFENSE 



Close burst 2 
RANGE 



Minor 
ACTION 



One creature in burst 
TARGET 



ATTACK 



DEFENSE 



Personal 
RANGE 



TARGET 



Attack: Intelligence vs. AC 

Hit: 1[W] + Intelligence modifier (+6) cold 

damage. A different enemy marked by you within 

3 squares of you takes cold damage equal to your 

Constitution modifier (+2). 

Level 21: 2[W] + Intelligence modifier (+6) cold 

damage. 

Voidcrystal Glaive +3: +18 attack, 2d4+9 
damage 



Effect: You mark the target. The target remains marked until 
you use this power against another target. If you mark other 
creatures using other powers, the target is still marked. A 
creature can be subject to only one mark at a time. A new 
mark supersedes a mark that was already in place. 

If your marked target makes an attack that doesn't include 
you as a target, it takes a -2 penalty to attack rolls. If that 
attack hits and the marked target is within 10 squares of you, 
you can use an immediate reaction to teleport to a square 
adjacent to the target and make a melee basic attack against 
it. If no unoccupied space exists adjacent to the target, you 
can't use this immediate reaction. 



Effect: You cease to exist and can take no 
actions until the start of your next turn. You have 
line of sight and line of effect to no creature, and 
no creature has line of sight or line of effect to 
you. At the start of your next turn, you reappear 
in the square of your choice within 3 squares of 
the square you left. 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 




Level Ibc 



5 Swordmage 



3 Swordmage 



ENCOUNTER POWER 



1 FRPG 



' Racial Power 



mmsmm 




k Dragon 380 



Inescapable Shadow 



' Shadow, Teleportation, Weapon 



Standard 
ACTION 



17 vs AC 
ATTACK DEFENSE 



Melee 1 
RANGE 



Your assassin's shroud target 
TARGET 



Captured Shadow 



Ghost Sword 



5 Shadow, Teleportation, Weapon 



Standard 
ACTION 



17 vs AC 
ATTACK DEFENSE 



Melee weapon 
RANGE 



One creature 
TARGET 



3 Arcane, Weapon 



Standard 
ACTION 



18 vs Reflex 
ATTACK DEFENSE 



Melee weapon 
RANGE 



One creature 
TARGET 



Effect: Before the attack, you teleport 5 squares 
to a square adjacent to your assassin's shroud 
target. 

Attack: Dexterity vs. AC 

Hit: 2[W] + Dexterity modifier (+5) damage. 

Voidcrystal Glaive +3: +17 attack, 4d4+8 
damage 



Attack: Dexterity vs. AC 
Hit: 2[W] + Dexterity modifier (+5) damage. 
Once before the end of your next turn, you can 
use a free action to teleport the target to a 
square adjacent to you. That square cannot be 
hindering terrain. 

Voidcrystal Glaive +3: +17 attack, 4d4+8 
damage 



Attack: Intelligence vs. Reflex 
Hit: 2[W] + Intelligence modifier (+6) damage. 
This damage ignores the insubstantial quality. 
Aegis of Assault: When you use your aegis of 
assault to teleport and make an attack, you can 
use this power in place of the melee basic attack. 

Voidcrystal Glaive +3: +18 attack, 4d4+9 
damage 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 



CLASS Assassin j level ~ |book Drggon ~ 



CLA5S Assassin 



j LEVEL -j \^ Dragon37 g 



cusss Ghost Blade | LEVEL 11 | B00K AP 



ENCOUNTER POWER 



ENCOUNTER POWER r, ~ _ ENCOUNTER POWER 



i 



Dimensional Slash 


Vanishing Blade 


Shadow Soul 




KEYWORDS . —p. | . , . ... USED 

Arcane, Teleportation, Weapon 


KEYWORDS . Tll . T . ... ... USED 

Arcane, Illusion, Teleportation, Weapon 


KEYWORDS , T . ... ... USED 

Shadow, Teleportation, Weapon 


Standard 






Melee weapon 


Standard 


* + * 


Melee weapon 


Standard 


* + 




Melee weapon 


ACTION 


<- 




RANGE 


ACTION 




RANGE 


ACTION 


<- 


•ft 


RANGE 


18 vs 


AC 


One creature 


18 vs AC 


One creature 


17 vs 


AC 


One creature 


ATTACK DEFENSE 


TARGET 


ATTACK DEFENSE 


TARGET 


ATTACK DEFENSE 


TARGET 


Attack: Intelligence vs. AC 
Hit: 2[W] + Intelligence modifier (+6) damage. 
Teleport yourself and your target anumber of 
squares equal to 1 + your Constitution modifier 
(+2). You must appear in a square adjacent to 
the target. 

Voidcrystal Glaive +3: +18 attack, 4d4+9 
damage 


Attack: Intelligence vs. AC 
Hit: 2[W] + Intelligence modifier (+6) damage, and 
the target is marked until the end of your next turn. 
Miss: Half damage. 

Effect: You teleport 5 squares and become invisible 
until the end of your next turn. Until the end of the 
encounter, whenever you hit an enemy with a melee 
attack, you may teleport 3 squares as a free action. 

Voidcrystal Glaive +3: +18 attack, 4d4+9 damage 


Attack: Dexterity vs. AC 

Hit: 2[W] + Dexterity modifier (+5) damage. 

Miss: Half damage. 

Effect: Until the end of your next turn, you gain a 
+5 power bonus to Perception checks against the 
target. 

Sustain Minor: The power bonus persists, and if 
the target is not hidden from you, you teleport 20 
squares to a square adjacent to it. 

Voidcrystal Glaive +3: +17 attack, 4d4+8 damage 


ADDITIONAL EFFECTS 


ADDITIONAL EFFECTS 


ADDITIONAL EFFECTS 


CLASS Swordmage 


1™ 13 I" 00 * FRPG 


CLA5S Swordmage j level |book Dfggofj 


cu * s Assassin 


| LEVEL 5 | B00K Dragon 379 


ENCOUNTER POWER 




■ . ' . . . . 


DAILY POWER 





Maxin 
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Hellspike Assault 



Second Wind 



Mark of the Vigilante 



3 Arcane, Fire, Teleportation, Weapon 



Standard 
ACTION 



18 
ATTACK 



vs Reflex 
DEFENSE 



Melee weapon 
RANGE 



Standard 
ACTION 



One creature 
TARGET 



Fear, Stance 



Personal 
RANGE 



□ ENCOUNTER 



Minor 
ACTION 



Attack: Intelligence vs. Reflex 

Hit: 1[W] + Intelligence modifier (+6) fire damage. 

Effect: Make a secondary attack. 

Secondary Target: One creature within 5 squares of 
you other than the primary target 

Effect: You teleport to a space that must be adjacent to 
the secondary target. If you hit the primary target, you 
can also teleport the primary target to a space adjacent to 
you. 

Secondary Attack: Intelligence vs. AC 

Hit: 2[W] + Intelligence modifier (+6) fire damage. 

Voidcrystal Glaive +3: +18 attack, 2d4+9 damage 



Effect: Spend a healing surge and gain a +2 
bonus to all defenses until the start of your next 
turn. 



Personal 
RANGE 



D ENCOUNTER 



Effect: You assume a stance, the mark of the 
vigilante. Until the stance ends, you gain the 
following benefits. 

* Whenever you hit an enemy with a melee or 
ranged attack, you can mark the enemy until the 
end of your next turn. 

* You gain a +2 power bonus to all defenses 
against opportunity attacks that you provoke by 
moving. 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 



5 Swordmage 



DAILY POWER 




LEVEL * BOOK 



' PH 



UTILITY POWER 



5 Vigilante 



UTILITY POWER 



LEVEL BOOK 



Arcane Transport 


Dramatic Entrance 


Promise of Retribution 


KEYWORDS . _ . . USED 

Arcane, Teleportation 


KEYWORDS USED 


KEYWORDS , _ . t t . USED 

Shadow, Teleportation 


Free 




Close burst 2 


Free 




Personal 


Imm React 




>f 


Personal 


ACTION 


2 <► « 


RANGE 


ACTION 




RANGE 


ACTION 


<- 




RANGE 


■ AT-WILL II ■ ENCOUNTER 


H DAILY 


■ AT-WILL || ■ ENCOUNTER 


H DAILY 


■ AT-WILL 


■ ENCOUNTER 


□ DAILY 


Trigger: You teleport using a swordmage power 
Target: One ally in burst 
Effect: The target teleports to a space adjacent 
to the space you teleport to. 


Trigger: You roll initiative 
Effect: You gain a +5 power bonus to your 
initiative check. Additionally, you gain a +2 power 
bonus to speed and to attack rolls until the end of 
the encounter or an enemy acts in the encounter. 
Until the end of the encounter or until an enemy 
hits you with an attack, you gain a +2 power 
bonus to all defenses. 


Trigger: An enemy hits you 
Target: The triggering enemy 
Effect: You teleport 10 squares. Once before the 
end of the encounter, you can use a move action 
to teleport to a square adjacent to the target. 
When you do so, you gain a +2 power bonus to 
attack rolls against the target and a +5 power 
bonus to damage rolls against it until the end of 
your turn. 


ADDITIONAL EFFECTS 


ADDITIONAL EFFECTS 


ADDITIONAL EFFECTS 


CLASS - . LEVEL - 

Swordmage 2 


BOOK Ap 


CLASS ..... . LEVEL r 

Vigilante 6 


B00K Dragon 426 


Assassin LEVEL 10 


B00K Dragon 379 



UTILITY POWER 



UTILITY POWER 



UTILITY POWER 



Phase Evasion 


The Ineffable Secret of Death Transcer 


KEYWORDS . 

Arcane 


USED 






Ki Focus 




Imm Interr 


k 




Personal 


DAMAGE 


PROFICIENT 


GROUP 


RANGE 


ACTION 


<- 




RANGE 


+3 attack rolls and damage rolls 15 


+3dl0 necrotic damac 



Voidcrystal Glaive +3 




2d4 


2 


Heavy Blade, Polearm 




DAMAGE 


PROFICIENT 


GROUP 


RANGE 



ENCOUNTER 



□ DAILY 



ENHANCEMENT 



Trigger: A melee attack hits you 
Effect: You gain a +2 power bonus to AC and 
Reflex against the triggering attack, and until the 
end of your next turn, you become insubstantial 
and gain phasing. 



ADDITIONAL EFFECTS 



5 Ghost Blade 



UTILITY POWER 



■ 12 



PROPERTIES 

Any attack you make with this implement against 
a target granting combat advantage to you deals 
extra necrotic damage to that target. The 
damage equals to this item's enhancement 
bonus. 



□ ENCOUNTER Q DAILY 



POWER 

Requirement: Must be able to use Ki Focuses as an implement. 
Rarity: Rare 

Power (Daily): No Action. 

Trigger: You use assassin's strike on a bloodied target. 
Effect: The damage from assassin's strike is maximized. 
Power (Encounter): Free Action. 

Trigger: You reduce a creature adjacent to you to 0 hit points with an attack 
using this implement. 

Effect: You are insubstantial and phasing until the end of your next turn. 
Power (Daily): Minor Action. 

Effect: Your next attack this turn is made against the target's lowest defense. 



+3 attack rolls and damage rolls 

ENHANCEMENT 

PROPERTIES 



14 
LEVEL 



+3d6 damage 

CRITICAL 



Reach 

Melee Basic Attack: +18 attack, 2d4+13 damage 



ENCOUNTER 



Rarity: Uncommon 

Power (Daily • Teleportation): Free Action. 
Use this power when you hit a creature with this 
weapon. The target disappears from the world 
until the start of your next turn, at which point 
the target reappears in an unoccupied space of 
your choice within 3 squares of you. 



Ki Focus 



MAGIC WEAPON 



Two-Hands 



AGIC WEAPON 



4 PH 



Maxin 



Page 5 



Adamantine Hide Gloves 


1 






i 


AC BONUS 


CHECK 




SPEED 


QUANTITY 




10 


Hands Slot Item 


ENHANCEMENT 


LEVEL 


TYPE 


PROPERTIES 












You gain resist 1 to all damage. 




| ■ AT-WILL 


■ ENCOUNTER 


□ DAILY 











1 


AC BONUS 


CHECK 


SPEED 


QUANTITY 




12 


Arms Slot Item 


ENHANCEMENT 


LEVEL 


TYPE 



Bracers of Mighty Striking (paragon tie Repulsion Leather Armor +2 



Rarity: Rare 

Utility Power (Daily • Thunder): Free Action. 
Trigger: You use an action point. 
Effect: Your melee attacks deal 5 extra thunder 
damage until the end of the encounter. 



ITEMSL0T Hands | WEIGHT 0 | PRICE 5000 



PROPERTIES 

When you hit with a melee basic attack, you gain 
a +4 item bonus to the damage roll. 
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Leather armor is sturdier than cloth armor. It 
protects vital areas with multiple layers of boiled- 
leather plates, while covering the limbs with 
supple leather that provides a small amount of 
protection. 



ENCOUNTER |Q DAILY 



Rarity: Uncommon 

Power (Daily): Minor Action. Whenever an 
enemy moves into an adjacent square, you can 
push that enemy 1 square as an immediate 
reaction. This power lasts until the end of the 
encounter. 
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